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Introducing Cloak & Dagger™’ Role-Playing Game 


Cloak & Dagger is a role-playing game that will transport you into the 
shadow world of international espionage. Each player attempts to be 
the first to gain control of a ring of Spies by capturing them and bring¬ 
ing them to their headquarters. 

Although Cloak & Dagger contains some features that will be familiar 
to players of other games, it is also a role-playing game : each player, 
a Spy working under an alias, assumes his or her own unique character, 
possessing varying levels of the three Abilities—Speed, Strength and 
Agility—essential to the livelihood of a spy. At the beginning of the game, 
each player is able to choose which Ability will initially be his or her 
most powerful. 

Throughout the game, each player’s Abilities will change with the ris¬ 
ing and falling fortunes of the hidden war of espionage in which he or 
she is involved. As abilities change, each player will have special ad¬ 
vantages and disadvantages at different times and in different situations. 
Each player is free to develop his or her own unique style and strategy; 
and the special rules for “Deals” allow each player to employ his or 
her own special talents in the arts of bargaining, persuasion and subter¬ 
fuge. 

Consider this Manual as your mission briefing; read through it all the 
way, then return to it for specific information as needed. 

Remember, if you or any player is caught or killed, the Secretary will 
disavow any knowledge of your actions. Good Luck! 


All characters and organizations in this game are fictitious. Any resemblance to real per¬ 
sons, living or dead, is purely coincidental. 





SECTION 


1 


EQUIPMENT 


Gameboard: The board is a map of the Western world, with eight 
major cities where most of the game’s action takes place. The cities 
are connected by routes consisting of symbols that represent the various 
types of transportation linking them: Airplane, Train, Ship, Automobile. 

1.2 Four Playing Pieces: Figures carrying briefcases, each represen¬ 
ting a player. 

1.3 Spymaster™ Wheel: Used to determine the dice rolls needed to 
capture Spies, escape Traps and defeat Spies and other players in 
confrontations. 

1.4 Cloak & Dagger™' Dice: Each die shows the numbers 1 to 4, plus 
a Cloak and a Dagger. These dice tell you how far to move and which 
cards to select. 

1.5 12-Sided Challenge Die: Faces are numbered 1 to 12. Used to deter¬ 
mine the outcome of attempts to capture Spies, encounters with Traps, 
and Attacks by opponents. 

1.6 Hexagonal Challenge Cards: Three sets', each having a different col¬ 
or back (black, grey and white), corresponding to the 3 hexagonal 
outlines around each city on the gameboard. 


Some Challenge Cards depict Traps: 



Figure 1.6 - Trap Challenge Cards 











The remainder depict the Spies that the players attempt to capture: 




Spy’s name 


Figure 1.6a - Spy Challenge Cards 

Each spy is also a Counterspy, working for a second organization, shown 
on his or her card in parenthesis. Note: Throughout this Manual, the 
term “Spy” will be used to include Counterspies. Each organization 
consists of either 4 Spies or 4 Counterspies and has a home base in 
a particular city, as shown on the gameboard. 










SPY CHART 



V.C.V. 

K.L.A. 

O.S.F. 

C.D.I. 

POTEMKIN 

INTELLIGENCE 

Me CULLA 
(8) 

RICE 

(13) 

THE MOLE 

(1) 

ALVAREZ 

(12) 

ZOATIAN 

BUREAU 

CHI DO PIN 
01) 

MR. Z 
(2) 

GEORGE 

(14) 

BEN 

FALAFEL 

(7) 

SYLVAN IAN 
AGENCY 

PUNDROVSKI 

(10) 

DR. JACKEL 
(3) 

EUNICE 

(15) 

VOSKOVEC 

(6) 

LABOVIAN 

POLICE 

DR. OCELOT 
(5) 

MARTHA 

(16) 

BARONESS 

(4) 

KHAMBATTA 

O) 


Figure 1.6b—SPY CHART : Each Spy works for two organizations, spy¬ 
ing for the organization named by the three letters above his picture 
and counterspying for the one named in parenthesis below his picture. 
A full set of 4 Spy Cards (Spies or Counterspies), each bearing the same 
organization name, is needed to win the game. (Note: The numbers 
shown on this chart are not part of the game play; they merely indicate 
the relative strength of the Spies on a scale from 1 (weakest) to 16 (most 
powerful). The Mole is the weakest Spy, Martha the most dangerous. 
Adding up the strengths of each organization will show that each is of 
equal power.) 











Cloak Cards: Like the cloak depicted on the backs, these cards pro¬ 
vide protection for a spy. 



Figure 1.7 - A Cloak Card 


Some Cloak Cards are Tickets that allow a player to move quickly from 
one city to another. 


TICKET 

MOSCOW 

"one way 


Figure 1.7a - A Ticket Card 












Other Cloak Cards are Intelligence Reports, which allow you to peek 
at ALL the Challenge Cards around any one city. 



Intelligence 

Report 


Figure 1.7b - An Intelligence Report Cloak Card 

1.8 Dagger Cards : Like the dagger depicted on the backs, these cards 
are weapons used for attacking other players in order to gain control 
of their Spies. 



Figure 1.8 - A Dagger Card 

Most Dagger Cards can only be used against an opponent whose play¬ 
ing piece is located on a specific type of transportation. For example, 
the card above can only be used against an opponent whose piece is 
on a Ship. 

1.8 Jack Flack Figure : This shadowy figure is one of the key elements 
in Cloak & Dagger. Possession of the die-cast metal figure increases 
a player’s abilities, but no one can control him for long. 

-I- 




SECTION 


7_ 

OBJECT OF THE GAME 


To be the first player to gain control of a complete spy network by col¬ 
lecting a complete set of 4 Spies or 4 Counterspies belonging to any 
one organization and return to its home city without losing any of the 
Spies (or Counterspies). 

IMPORTANT: The difference between Spies and Counterspies is not 
critical to the object of the game; just remember that you can win by 
collecting any four Spy Cards that bear the same organization name, 
regardless of the position of that name on the cards. 
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SECTION 


3 


PREPARATION 


Carefully separate all cards from the card sheets along the perforations. 
Group each different type of card together. 


t 












SECTION 


4 


SET-UP 


Hexagonal Challenge Cards: Remove the black-backed “MASTER 
SPY” card and set it aside, unless using special rules (see “Short 
Game,” Sect. 9). Sort the remaining Challenge Cards into three groups: 
Black, Grey and White. Shuffle each group separately and deal each 
group, face down, into 8 piles of 2 cards each. Without looking at the 
faces of the cards, place one pile of each color face down in the hex¬ 
agon of the matching color around each city on the gameboard. 


Q O 
O O 

oo 

WHITE PILE 


Figure 4.1 



GREY PILE 



BLACK PILE 


- Challenge Cards Set-Up 


GREY WHITE 



4.2 Ticket Cloak Cards: Remove the 8 Cloak Cards that are Tickets to 


cities. Shuffle them face down, remove any 3 without looking at their 
faces, and add these 3 to the other Cloak Cards. Set the remaining 
5 aside. 


Cloak and Dagger Cards: Shuffle the Cloak Cards and place them 
next to the gameboard. Repeat for Dagger Cards. 

Ability Levels: Each player writes his initial Abilities Levels on a piece 
of paper, assigning the levels 10, 15 and 20 to the three Abilities — 
Strength, Speed and Agility— as he chooses. Assign one different 
number of the three to each Ability. These Abilities Levels will change 
as the game progresses. All players have the right to examine one 
another’s Levels at any time. 


Examples: Strength—15, Speed—10, Agility—20. OR: Strength—20, 
Speed—10, Agility—15, etc. 











ABILITY W LEVELS 


Player_ 
Alias— 


SPEED STRENGTH AGILITY 


Figure 4.4—Ability Levels Form—may be reproduced by photocopy for 
use by each player. 
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4.5 Jack Flack: His metal figure is placed on the words “Cloak & 
Dagger™*” at the center of the board—no one controls him at the start 
of the game. 

4.6 Starting Positions: Choose one player to go first by rolling the 
12-sided Challenge Die for the highest number. Play passes to the left. 
Each player in turn rolls the 12-sided Challenge Die, consults the City 
Chart (Fig. 5.19) to find the city corresponding to the number rolled, 
and places the playing piece of his choice there. If the number rolled 
corresponds to a city already occupied by another player, the player 
places his playing piece on any unoccupied city. On a roll of 9 or 10, 
the opponent to the left of the player decides where* to put the playing 
piece. On a roll of 11 or 12, the opponent to the right of the player 
decides where to put the playing piece. No city may contain more than 
one piece at the start of play. 

4.7 Briefing: After all players have placed their pieces, each player may 
receive an intelligence briefing on the Spies and Traps in one 
unoccupied city before beginning his first turn. Starting with the first 
player, each player in turn may look at all the hexagonal Challenge 
Cards in the piles around any one city. The City may not be occupied 
by any player’s piece, and no two players may look at the cards 
in the same city. Each player may write down (and keep hidden from 
view) the names of the Spies and the Traps he looks at. This informa¬ 
tion may prove very valuable as the game progresses. 







SECTION 


PLAY 


On each turn, a player may do the following things, in this order : 

5.1 Phase 1: Move. First, the player may throw the 2 Cloak & 
Dagger™' dice and move the number of spaces equal to or less than 
the number rolled; OR, use a Ticket Card to move directly to the city 
indicated on the card; 

OR, sfay where he is without rolling the dice or moving. See 5.4, “How 
to Move,” and 5.7, “Playing a Ticket Card.” 

5.2 Phase 2: Explore a City OR Attack an Opponent. Second, if a player’s 
piece is on a city, he may either: Explore it in an attempt to find Spies 
to capture by turning over the top hexagonal Challenge Card on one 
of the piles around that city... 

OR, if a player is on the same space or city as an opponent, he may 
Attack the opponent in an attempt to gain control of his Spies. See 5.10, 
“How to Explore,” and 5.15, “Attacking Other Players.” 

5.3 Phase 3: Play a Dagger Card. See 5.17, “Playing Cloak and Dag¬ 
ger Cards.” 

5.4 How to Move: Normally, a player moves his piece by rolling the 2 
Cloak & Dagger™' dice and moving the number of spaces equal to or 
less than the number rolled. However, a player must move at least 
one space once he has rolled a number or combination of numbers 
on the dice. The faces of the dice bearing the Cloak and the Dagger 
have a movement value of 0 spaces. Example: A player rolling 4 + 

3 may move 1 to 7 spaces, a player rolling 4 + Cloak may move 1 to 

4 spaces, and a player rolling Cloak + Dagger may not move at all. 

Each symbol (Airplane >>-, Train TO, Ship Automobiles) along a 

Movement Route counts as one space, and each city counts as one 
space. A player may move onto and off of a city in one turn, but cannot 
stop to explore the city unless he ends the movement part of his turn 
there. A player may use routes showing any of the symbols, or any com¬ 
bination of symbols, in any direction. The difference among the sym¬ 
bols is only significant in determining which Dagger Cards can be played 







against a particular opponent, which usually depends on his location 
(see 5.17, “Playing Cloak and Dagger Cards”). See also 5.7, “Playing 
a Ticket Card.” 

Obtaining Cloak Cards and Dagger Cards: A player takes one Cloak 
Card from the top of the Cloak Card pile for each “Cloak” he rolls on 
the dice, and one Dagger Card for each “Dagger” he rolls. He may 
look at these cards and save them for as long as he wishes, or he may 
play them as permitted. Except when playing them, he does not have 
to show them to his opponents. The different types of Cloak and Dag¬ 
ger Cards are described below (see 5.7, “Playing a Ticket Card” and 
5.17, “Playing Cloak and Dagger Cards”). Note: To discard any Cloak 
or Dagger Card after it is used, remove it from the board. 

5.6 Obtaining Jack Flack : If a player rolls a double of any number, dou¬ 
ble Cloak, double Dagger, or Cloak + Dagger, he takes possession of 
the Jack Flack figure. He also gets any Cloak and Dagger Cards to 
which his roll entitles him. The player holding Jack Flack has the ad¬ 
vantage of his help in all confrontations. This entitles him to roll the 
12-sided Challenge Die 3 times instead of 2 times in any “Player vs. 
Spy,” “Player vs. Trap,” and “Player vs. Player” situations (each ex¬ 
plained below). 

Playing a Ticket Card: Some of the Cloak Cards are Tickets to a 
particular city. Instead of throwing the dice to move at the start of his 
turn, a player may play a Ticket (and discard it off the board) by show¬ 
ing it to the other players and moving his piece to the city indicated. 
His movement now ends for that turn, although he may still Explore OR 
Attack on that turn. 

5.8 Using Intelligence Report Cards: This card, when played and discard¬ 
ed, allows a player to “peek” at ALL the cards on the piles around one 
city. A player “peeking” may not take or rearrange any of the cards. 
It can be played at any point in the game, even if it is not the player’s 
turn. Discard Reports off the board. 

5.S Standing Still: A player does not have to move, and may indeed 
wish to remain in a city in order to Explore it or to Attack an opponent 
sharing his space. A player who chooses not to move is not permitted 
to roll the dice, and therefore gives up the chance to acquire any Cloak 
or Dagger Cards or Jack Flack in that turn. 

How to Explore: When a player moves onto a city (by the roll of 
the dice or by the use of a ticket), or when he has chosen to remain 
in a city without moving, he may in the same turn draw the top card 
from any one of the 3 piles of hexagonal Challenge Cards placed around 
that city. 

The different colors of cards represent different times of day, each with 
a different level of danger: the White Cards (daylight) are safer times 
than the Grey Cards (dusk), while the most dangerous of all times is 




represented by the Black Cards (night). It is wise to explore the White 
cards at the beginning of the game and to build up your Abilities Levels 
in order to meet the challenges of the Grey and Black cards later. 
The purpose of Exploring a city is to find Spies; but it is equally likely 
that a Spy will find you first and attack you with a Net, Bomb, etc. Or, 
you may encounter Traps, including Guard Dog, Quicksand, etc. 

To Explore a city, turn over the top card of one of the piles and show 
it to all players, and act according to whether it is a Spy or a Trap. 
5.1 If the card is a Spy, try to Capture him or her. 

1) Check your current Abilities Levels for Strength, Speed and Agility. 
Add them together. 

2) Turn the Spymaster™ Wheel until your Total Ability number appears 
in the “Total Ability” window on the front of the Wheel (under the word 
“Spymaster™”). 

3) Find the Spy along the outer edge of the Wheel and read the large- 
type Number beneath his or her picture. 

4) In order to capture the Spy, you must roll a number equal to this 
number (step 3 above) or higher, on 2 rolls of the 12-sided Challenge 
Die. 

a) If you possess the Jack Flack figure, you get 3 rolls instead of 2. 

b) It is possible that your Abilities total is so high, and the Spy’s number 
so low, that the words “Automatic Capture” appear below the Spy. In 
this case, you take the Spy immediately without rolling the die. 

c) If your Abilities total is very low, and the Spy’s number is very high, 
the words “Automatic Escape” will appear below the Spy. The Spy 
escapes immediately. In both these cases (steps b and c), it is not 
necessary to roll the die. 

5) If you are successful, take the Spy’s card and place it face up in 
front of you. (Unlike Cloak and Dagger Cards, Spies must be kept face 
up and visible to all players.) 

6) If you are not successful (if your roll is lower than the Spy’s number 
or if the Wheel reads “Automatic Escape”), roll the 12-sided Challenge 
Die again and place the Spy’s card on the city matching that roll on 
the City Chart. See 5.21, “Using the City Chart for Escaped Spies”. 
An escaped Spy must always be placed face down at the bottom of 
the pile of Challenge Cards of the matching color in the city indicated 
on the Chart. If there are no other cards of that color left at the city, 
place the escaped Spy face down in the hexagon matching its color. 
Note: “Player vs. Spy” confrontations do not change your Abilities 
Levels. 

\2lfthe Card is a Trap: If the Challenge Card turned up while Explor¬ 
ing a city is a Trap, consult the “Player vs. Trap" section on the 




Spymaster™ Wheel to see which of your Abilities—Strength, Speed or 
Agility—may help you escape the Trap. Then check your current 
Abilities Levels to find your current rating for that Ability. 

5.13 To Deal with a Trap: 

1) Rotate the Wheel until the picture of the Trap appears in the hex¬ 
agonal window (its description will appear below the picture). 

2) Read the Ability needed to overcome the Trap. 

3) Match your current level in the needed Ability with the number ap¬ 
pearing in the window directly above your Level. 

4) This matching number (step 3) is the number you must equal or ex¬ 
ceed in 2 rolls of the Challenge Die (if you are in possession of Jack 
Flack, you are allowed 3 rolls). 



MATCHING 
NUMBERS 
PLAYER 
MUST EQUAL 
OR EXCEED 


Figure 5.13 - “Player vs. Trap” Section of Wheel 

5.14 Recording a Level Change: If you are successful (i.e., the total of 
your rolls is greater than or equal to the matching number), you escape 
the Trap and your Ability Level for that Ability increases by 5 points. 
Cross out your old level on your Abilities Level Sheet and write in the 
new level. 

If you are not successful, you lose 5 points from that Ability Total. 
Record the change. 


i Note: No matter how many times you succeed or fail to escape different Traps, your Ability 
Level may never become greater than 25 or less than 5 for any one Ability. Trap Cards 
are removed from the game after they have been exposed and are not used again. 











ABIL 

Player _ 


ELS 


ATYsJ LEVI 

Aliac %>Ar\dorA 


SPEED 

STRENGTH 

AGILITY 

15 

25 

10 


Figure 5.14 - Recording a Level Change 

5.15 Attacking Other Players: If you end your movement, or remain, 
on the same space or city as an opponent, you may Attack him in an 
attempt to steal one of the Spies he has already captured. (If you have 
already Explored the city in that turn, you must wait until your next turn 
to Attack.) 

5.16 How to To Attack: 

1) Announce your intention to Attack. 

2) Each player involved checks his current Abilities Total. 

3) Subtract the smaller number from the larger. The result is the “Fight 
Factor.” 

4) Consult the “Player vs. Player” section on the back of of the 
Spymaster™ Wheel. Rotate the Wheel until this “Fight Factor” ap¬ 
pears in the window. 

5) Each player rolls the 12-sided Challenge Die twice (if one player 
possesses Jack Flack, he rolls three times). 

6) Add up the total of each player’s rolls. 

7) The player with the lower Ability Total wins if the total of his rolls 
exceeds the rolls of the player with the higher total by at least the 
number in the window. 
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8) The player with the higher Ability Total wins if the lower player’s 
rolls exceed his rolls by a number that is less than the number in the 
window, or if the lower player’s rolls are less than the higher player’s. 

If the attacking player wins, he takes the Spy of his choice from the 
defender. 

If the attacking player loses, the Attack has failed and no Spies change 



Figure 5.16 - Using the Wheel in “Player vs. Player” Attacks 


Note: “Player vs. Player” confrontations do not affect players’ Abilities Levels. 


Remember, a player may either Explore a city OR Attack an opponent, 
but not both on the same turn. Neither may a player Attack more than 
one opponent on the same turn; if there are two opponents on a space or 
city, the player must choose one to Attack. 

Playing Cloak and Dagger Cards : At the end of a player’s turn (that 
is, after Moving, Exploring or Attacking), he may play one Dagger Card 
against any one opponent anywhere on the board. This initiates an am¬ 
bush, which, if not successfully countered by a Cloak Card that is the 
Dagger Card’s defensive counterpart, will allow the ambusher to steal 
a Spy from an opponent. 

If the Dagger Card specifies a type of transportation (e.g., “Bomb on 
Plane”), then it may only be played against an opponent whose piece 
is on that type of transportation (e.g., “Airplane”). One Dagger Card— 
“Bomb on Any Vehicle”—can be used against an opponent on any kind 
of transportation space (Airplane, Train, Ship or Automobile), while the 
“Kidnap!” card can be used against an opponent on any space or city 
on the board. 

To defend against a specific Dagger Card, a player must have a 
matching Cloak Card as specified in the chart on the next page. 







Figure 5.17 - Matching Cloak and Dagger Cards 













Note: Tickets and the “Intelligence Report” Cloak Cards do not relate to any specific 
Dagger Card. 

If the defender does not have the matching Cloak Card, the player 
who played the Dagger Card takes the Spy of his choice from him. 
The player losing the Spy must return to the city he was last in. 

If the defender does have the matching Cloak Card, the Attack has 
failed and no Spies change hands. 

5.18 Kidnap!: When a player successfully plays a “Kidnap!” Dagger 
Card against an opponent (that is, the opponent cannot counter with 
the matching “Bodyguard” Cloak Card), the kidnapped player must 
roll the 12-sided Challenge Die once and consult the City Chart below 
to see where he will be taken by his kidnappers. See also “Special 
Abilities,” below. 

5.19 Using the City Chart for Kidnapping : Roll the die once, look up the 
number equal to the number rolled, find the corresponding destination, 
and move the kidnap victim’s playing piece to that city. 

On rolls of 9 or 10, the victim is placed on the city chosen by the player 
on his left. On rolls of 11 or 12, the victim is placed on a city chosen 
by the player on his right. 


NUMBER ROLLED 

DESTINATION 1 

1 

Los Angeles 

2 

Moscow 

3 

Reykjavik 

4 

Buenos Aires 

5 

Bogota 

6 

Timbuktu 

7 

Zanzibar 

8 

Cape Town 

9 

Player to Left’s Choice 

10 

Player to Left’s Choice 

11 

Player to Right’s Choice 

12 

Player to Right’s Choice 


Figure 5.19 - City Chart 

























5.20-5.21 | 


5.20 Using the City Chart for Starting Positions : The City Chart is also 
used to determine players’ Starting Positions at the beginning of the 
game. See “Starting Positions,” Sect. 4.6. 

5.21 Using the City Chart for Escaped Spies : To determine the city that 
an Escaped Spy will flee to, the player who tried unsuccessfully to cap¬ 
ture the Spy rolls the die, consults the chart, and moves the Spy’s card 
accordingly. That Spy Card is placed face down on the bottom of the 
pile of the matching color around the city. 


Note: Once played, Cloak and Dagger Cards are discarded off the board. Only when 
either pile of cards is depleted are they reshuffled and replaced next to the board. 


t 





SECTION 


SPECIAL ABILITIES 


In addition to their value in capturing Spies, avoiding Traps and Attack¬ 
ing and defending against opponents, Abilities offer special advantages 
when they reach their maximum levels of 25 in each category (Speed, 
Strength and Agility). 

6.1 A Speed Level of 25 allows a player to double the distance he can 
travel on a roll of the Cloak & Dagger™' dice. Example: On a roll of 
4 + 2, a player with a Speed Level of 25 may move up to 12 spaces 
instead of the normal 6. A Speed Level of 25 does not allow a player 
an increase in the number of Cloak or Dagger Cards he is normally 
entitled to. Example: On a roll of 3 + Dagger, a player with a Speed 
Level of 25 may move from 1 to 6 spaces, but draw only one Dagger 
Card. 

A Strength or Agility Level of 25 helps players defend against cer¬ 
tain Dagger Cards, even if they do not have the matching Cloak Cards. 

6.3 A Strength Level of 25 makes a player immune to Kidnapping. 

6.4 An Agility Level of 25 makes a player immune to any Bomb. 
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SECTION 


DEALS 


In the hard world of Cloak & Dagger, as in the real world, almost 
everything has its price. Players may stop the game at any point to 
negotiate a deal. For example, they may trade Spies for Tickets, Tickets 
for Cloak Cards, Cloak Cards for Jack Flack. Or, they may trade any 
of these items for information (e.g., a player who has used an 
Intelligence Report Cloak Card has peeked at cards around a city, and 
he may trade this knowledge). One player may trade something of value 
to another in exchange for placing him on a favorable city in the cases 
where the City Chart is consulted following a roll of 9, 10, 11 or 12. 
The following cannot be traded: 

Positions of Playing Pieces cannot be switched or changed at will, just 
as in real life you cannot jump from city to city without traveling. 
Ability Levels cannot be traded. If your Strength Level is 25, you can¬ 
not reduce it to 15 and make someone else 10 points stronger. He will 
have to gain Strength by his own experience. 

Loaning Jack Flack for a while and then demanding him back is not 
allowed. You may, however, give him to another player and hope you 
will get him back by rolling Cloak + Dagger, doubles, or in another 
trade. 

The following Deals are legal (but not very nice): 

Giveaways are permitted. If one player is about to win the game, you 
may give away Jack Flack, for example, to another player who is in 
a position to Attack the leader. 

Sales and Bribes are also permitted. You may, for example, offer Jack 
Flack to the player who agrees to pay you a dollar, or to get you a drink. 
You may bribe another player to place you in the city of your choice 
when consulting the City Chart after a roll of 9, 10, 11 or 12. 
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SECTION 


TO WIN 


A player wins the game by satisfying all of these 4 conditions: 

1) He has captured a complete set of 4 Spies or Counterspies all belong¬ 
ing to one organization. (That is, he possesses 4 Spy Cards, each bear¬ 
ing the same organization name anywhere on the cards.) 

2) He has traveled to the city listed on the board as the headquarters 
for the organization he has captured (the organization whose name ap¬ 
pears on all 4 cards). 

3) He is able to stay in that city while all other players in the game take 
one more turn apiece. 

4) While waiting for the other players to complete one more turn each, 
he does not lose any of the Spies belonging to the captured 
organization. 
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SECTION 


SHORT GAME 


For a shorter game, remove one of the hexagonal “Guard Dog” 
Challenge Cards from the deck and replace it with the “Master Spy” 
card. The Master Spy is very powerful—he can substitute for any Spy 
from any organization. Therefore, if you hold the Master Spy Card, you 
need only 3 other Spies or Counterspies from any one organization to 
win the game. 

The Master Spy does not appear on the Spymaster™ Wheel. In 
“Player vs. Spy” confrontations with the Master Spy, the player rolls 
the Challenge Die twice (three times if he possesses Jack Flack). If 
the roll is 15 or more, you have captured the Master Spy. If the roll 
is less than 15, the Master Spy has escaped. See 5.11, step 6, for in¬ 
structions on returning an escaped Spy to the board. 

All other rules still apply. 

Players may also decide that the winner need only satisfy conditions 
1 and 2 described in the section “To Win” (on the previous page). 
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